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Spaceflight Options 


Get to the Spaceflight Options screen by pressing (X). 

Skiff 


There are three skill levels . 
rookie. Enemies are less powerful and easier 
la hit on Rookie. If can be used the whole way 
through the game or can be used for just the first 
few missions while you get the hang of the game. 
If it's not hard enough,, you can always switch up 
to a higher difficulty level 

veteran. Enemies ore tougher and harder to 
hit. Players familiar with Wing Commander™ or 
other space combat games might want to start on 
the Veteran setting. 



j c urrf 


SL&Htifcs 'Q* 


ace. This is a good skill level for players already very familiar with the Wing Commander universe, who find 
Veteran way too easy, or who ore using the Analog Joystick. Watch out, though: this skill level will be hard. 
Enemies ore much tougher, much harder to hit and use missiles much more frequently. In short, if you con 
complete this game on Ace using ihe directional buttons, you've earned bragging righis. 


If you're having a tough time on a particular mission , just switch om to Rookie, complete your 
objectives, and then switch bock (You might want to moke use of this feature in the Dead lone. 
And don't worry, if you decide to go Rookie invulnerable at ony point in the game , we won't teilll 















Invulnerable 

4fl gain, no pain: you cannot die . You cm s//7Z lose missions, though t if you foil to accomplish your 
objectives. Turn it on or off by pressing > or <1 * 


Sound 

The slider bar (> or < ) controls the volume of sound effects. 

Music 

file sftfer bar {> or < ) adjusts the volume of the background musk. 

Stereo 

Turns the stereo effect on or off by pressing l> or , 

Subtitles 

You can turn subtitles on or off by pressing l> or <1 . 

Controller (Modes) 

There are three modes (see next page) and five controller setups (see pages 26-29 and bock cover). 
Modes control what goes on while you're in the cockpit The setups change which buttons control 
which functions. 


MODES 


A 


Arcade Flight Mode 

All the customization! are ON [see below). It's the easiest mode to ploy in — the gome does all the background 
stuff so you con concentrate on flying lib o pro, 

Sim Flight Mode 

Turns oil the castomizotions OFF (see below). This mode isn't easy — you've got to make all the decisions, even 
in the lie at of battle. 

Customization 

Smort Missik The computer will pick the best missile to use on your tnrget Von can't mess up and send the 
wrong fund. 

Full Guns Only* Gives 'em all the gun power you've got... every time you fire. (Except "special'' weapons like 
Leech and Scatter guns — they only fire when you specifically select them.) 

Quick Comms* If the computer can guess your answer, it will take care of things for you, You only have to answer 
J 'yes or no" questions. 

Speed Watching. CONSTANT matching keeps you at your target's speed, whether he accelerates or stops, SNAPSHOT 
is more like cruise control — you match his speed le begin with, and then your speed stays constant regardless 
of changes in your target's speed. 

Auto Landing* Get dose enough to your carrier, and youlE just cruise on In, 



COCKPIT 


Note: Individual commands feted here ere far the default [Action] Controller We, To find out who! other ballons 
are assigned to each fund Ion, look on pages 26-29. 



6. Fuel Indicator 

7. Speed Indicator 

8. Autopilot Indicator 

9. LTIS. 

] 0. Target ID and Profile 


1. Radar 

1, Gunsight 

3. Communications Panel 

4. Weapons London! and Active Gun/ 

Missile 

5. Sun Power Indicator 


Lock On 

When enemies tome in range, you automatically target the nearest enemy. Press @ to cycle through llie available 
targets; you ton tell whol Is targeted because you' ii see o square around it when you look oulthe viewstreen. 


Red square 
Blue square 

Green square 

White square 


Targeted enemy ship 

Targeted friendly ship 

Missile locked onto 
you ; or a disabled ship 



Ship currently 
communicating with you 


Your target's profile shows up in the lower right side of the screen, When the ship flies out of view, a ye 11 aw 
diamond appears on the edge of the viewscreen lo show what direction you need to turn to find it again. 



















Radar 

It doesn't take long to get the hang of the radar. The center circle shows what is ahead of you, visible through the 
cockpit. Whatever appears in the outer circle is behind you. In other words, if it's in the upper port of the outer 
ring, it's behind you, and higher than you ore. II it's in the lower part of the outer ring, it's behind you and coming 
(rom below. The four middle quadrants show what is directly above, below or alongside you. 


Red Enemy fighter 

Blue Friendly fighter 

Orange Enemy capital ship 
Pale Blit Friendly capital ship 
Missile 

White Next nav point 

Purple Ffected pilot 



You gal it... the goal is to maneuver the red and dots In la the center circle and then blast 'em. 


Gunsight 


The red circle in the middle of the viewscreen is where your ship's guns are 
oimed. 



Communications 


Sometimes you need to talk to someone In another ship. Whenever you can 
communicate with anyone else, the lower left corner of the screen shows the potential 
receivers. (Sometimes, the intended receiver needs to he targeted first — see lock 
On, page 1) When o pilot communicates with you r on image of the sender appears 
in the lower left. 



Hi Cycle through the communications options, 
E3 Select the message ya u wa nt la send * 


Wingman Orders 

There are two messages you can send at any time. 


“i + © Break and Attack Tells your wingman to break formation and attack 

enemy ships. 

Insults the targeted enemy lighter. 


Jifr + □ Taunt Enemy 














Armor is the actual metal casing of your ship, while shields are the energy buffers that 
absorb incoming fire. When year shields are overloaded, they'll stop workingand 
your armor will start taking damage. Unless your shield generator is destroyed, your 
shields will regenerate and be as good as new after a few seconds. Once your armor 
is hit, though, it's going to be dented until it gels hammered out — if you're lucky. 
If your armor gels punctured, your ship explodes. It's that simple. 

Shield status is shown by the ship "shell 1 ' shown in the lower left viewscreen, Armor is represented by the inner 
port of the ship icon. Color indicates the armor status. 

Green No damage 

Light armor damage 

Red Heavy armor damage 



Weapons Loadout 

Whatever gun(s) and missile are landed and ready to ga can be seen In the upper right of your viewscreen. 

Guns are powered hy your ship, while missiles are self-powered. The types of guns 
and missiles available vary according la the fighter you're flying. 

Unless you choose otherwise, every time you pull the trigger, you'll fire all your guns 
at once. That runs down your gun power quickly. Turning FULl GUNS off (see 
Customizntioris, page 3) saves more power, hut you get less punch per hit, 

Same ships have ''special'' guns that you can cycle through — ihey appear on the list after the regular guns. 



L 


Target ID 

When ships come into view, your onboard computer targets the closest enemy ship. The targeted ship has brackets 
around it, and appears as a cross on your radar. 

Text above the lower right viewscreen identifies the type of ship and tells you how far away it is (in klicks). 

Red square Enemy ship 

Blue square Friendly ship 


Target Profile 

Once a ship is identified, its profile appears in the lower right viewscreen. The dork green 
sphere indicates its shield strength. Quadrants of the sphere change from green to yellow 
to red as its shields diminish, and then disappear when you disable a section of your 
enemy's shields. After that, as the enemy takes armor damage, the profile of the ship 
itself turns from green to yellow to red. 

When you have an ace targeted, the word J, Ace' f appears near the ship's name. 




Gun Power Indicator 

The colored arc on the right of the viewscreen indicates the power level of your ship's active 
guns. Every shot takes a little bit of energy. If you fire all your guns at once, your power drains 
faster. If you run out of gun power, it'll take a few seconds for your ship to recharge them fully 
— os long as your ship's power generator isn't damaged. 















Fuel Indicator 

The colored arc at the tap of the viewsaeen shows how moth 
fuel you have. Afterburners are great - - they help you 
outrun a tough situation or get on the tail of the enemy. The 
only problem — they burn fuel like you're pouring it down a 
drain. If you run out of fuel, you've got to const home on nothing but reserve power. How fast thnt is depends on 
the ship you're in. 

Speed Indicators 

You've got your choice of two kinds of speed indicators. Set Speed (Set) is 
the little yellow triangle next to the colored ore on the left side of the 
screen. It indicates the speed that you have set for your ship. Afterburning 
will make you go faster temporarily, but when you stop you'll return to this 
speed. Klicks Per Second (KPS) is the colored ore (and the number above 
it) — it shows how fast your ship is moving. If you watch, you'll see that it 
changes when you change your set speed, or use your afterburners. 

When you get on the tail of a ship you've got targeted, It's a good idea to adjust your speed to mutch the other 
guy's. (To do this automatically, see Speed Matching; p. 3.) 


f ‘Sii.£- £ O' 

Active Gun/Missile 

1 Ik 4 1 

In case you forget, the names of your current gun and active missile appear in 

■ 

Hl * &■.- * .»■ Jfl 

the upper right corner of the screen. 
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Autopilot Indicator 


Press rffS when the word AUTO appears at the top 
of your viewscreen to autopilot tu the next m point. 

Using autopilot is the easiest way to get So the next nav point. It's like letting 
someone else fly the ship while you take a nap or catch up on your reading. If 
you encounter any problems, though, autopilot turns off and you'll have to take 
ever. 

You can't autopilot if ibere are any enemies or hazards nearby. If you try 
anyway, it won't work, end you'll get the message "Enemies near, autopilot not allowed." 



Missile Lock Indicator 


If your missile indicator comes on, release a decoy (©) and afterburn away! 

It s a serious problem when an enemy's missile gets a lock on you. There are several warnings, The first one is the 

Missile Lock indicator that appears to the left of the radar. If you're too busy to look 
at your displays (a dangerous habit) you can also tell by the distinctive siren 
that sounds. If you con see it ibrough your viewscreen, you'll notice that an 
incoming missile has a green box around It, 

Remember, you only have a certain number of decoys — you can see how 
many in the pyramid graphic in the upper right corner of the viewscreen. All 
decoys are exactly the same. See the Controller Layouts, pages 2b-29, for other 
ways to drop them. 














Target Range 

Sometimes it's hard to lei I how far away something is in spate. This 
indicator tells the exact distance between you and your target. 


Target Damage 

When you want to see how badly your enemy is hurt, check the Target 
Damage indicator. When the arrow reaches the very bottom of the 
scale, your target is destroyed. 


Action Sphere 

Pressing ™ brings up a display of the local area — called the Action Sphere. This pnuses the game. 
Press ® to go to the Options Screen. 

feu can rotate the map by using directional ballons, and tan also zoom in and out (am and pi]. 

Your current target is displayed in o hm in the lower right. You can also cycle through the targets [©), 


□ 

Slue Outline 

Friendly Ship 

□ 

Red Outline 

Enemy Ship 


White Outline 

Your Ship 

□ 

Green Outline 

Disabled Ship 



Targeting 

Yeu outomotically target the nearest enemy ship and place a red outline around it. (You 
can only target one ship at a time.) Whichever ship is targeted has its profile displayed 
in the lower right earner of the viewscreen, Above the profile is a description of the type 
of ship it is. 


□ 

Blue Square 

Friendly Ship 

□ 

Red Square 

Enemy Ship 

□ 

White Square 

Ship that is communicating with you 


Also, remember that the targeted ship shows up as o large cross an the rad or. 

When you cycle targeting through the ships that are in the area, the brackets in your Yiewscreen shift from one 
ship la another. 

When you've got a ship targeted, you can match its speed to moke combat easier. (See Speed Matching, 
page 3.) 













Smart Targeting 

If you don't wnnf to target friendly ships, you can turn on Snarl Targeting (ed + ©), With Smart Targeting on. 
you only target enemy ships. With it off, you cycle through all the ships in the area. 

Note: You can always communicate with your wingman, even if you can't target them. 


Inertial Targeting & Tracking System (I .t.t.s.) 


Aim your guns at the green circle. 



All ships come equipped with HIS., a system that lets you bow how much you must lead year 
target in order to hit him. Whenever you lack onto a ship, the I IIS. places a green circle on the 
viewscreen whenever the ship is in view and in range of your guns. If you aim for the green circle 
instead of the enemy, you stand a much better chance of hitting him. 


Maneuver yaur ship toward the yellow diamond. 



When your targeted ship moves out of your view, the green circle changes to a yellow diamond. To bring 
tie enemy hack into view, your best bet is to turn your ship in the direction of the diamond. Sometimes 
the diamond will switch from one side to the other—that's because the enemy has passed behind you 
and is now on your other side. If you get confused, check for the red crass an your radar. 


Auto-Targeting 

Ships with Aula-Targeting are a pilot's best friend, ft means that you don't have to keep the green 111$, circle 
directly in your sights to do damage — your guns will swivel to compensate for enemy maneuvering or "drift.' 1 
Your guns can't Auto-Target if the enemy is out of sight, however. 


Missile Lock 



Keep the target in view! It takes a while far a missile la gel a lock. 

Once your missile is locked on target, fire before the enemy gels out 
of sight. You lose your missile lock when he goes off-screen. 

After you fire a missile, you can turn your attention to another ship. 

It takes a while for same missiles to calculate all the necessary information to get to their 
target. Before they've gotten a lock on their target, you can't fire them. Dumhfire 
and Friend or Foe are exceptions; they don't need a lock, you just point and shoal. 


When you bring a targeted ship in view, red crass hairs appear outside the red targeting square and slowly start 
to move toward the center of the square. You'll hear a distinctive series of tones as the missile works on gening 
the lock. When the lock is complete, you'll hear a chime — you can then fire the missile at will. 


Landing 

Auto landing ON. Bring your carrier into view. It will give permission la land, and you'll then coast in 
automatically. 

Auto landing OFF. "ffemo/e" Landing. Get close to your carrier. When it gives permission to land, hit autopilot 
to toasl in for a "not quite" automatic landing. 

Manual landing. Landing on your own is a little harder. The main trick is to slow down enough. 

1. Ma neuver so l h at ya ur ship faces the lau nth bay. 

2. Slow down below 100 kps and glide into the launch bay. 

3. Once you've gone far enough, you've landed. 









Cloaking 

Afar a while, you'll get your hands on a ship equipped with a cloaking device thdl makes it invisible la other pilots 
for o while. The goad news is thot any enemy missiles that have locked an you will lose track of where you are 
once you're completely cloaked — and they can't initiate a lock,, either. The had news is thot you can't fire missiles 
or guns while docked (loot/uncloak by pressing eg + na m + m. 

When you're cloaked, the viewscreen gets a multi-colored effect. 

Escorting Transports 

There ore two things 1o remember when your mission is to escort transports. 

Fly within 1000 klicks to link up" with the transport. 

The first thing is that yon hove tc establish a Ink before the mission can begin. 1c link up, fly within 1000 kicks 
of the transport. They'll tell you when the link is made, and that they're ready to autopilot. If you don't get 
dose enough, they’ll keep telling you that they're ready hr autopilot link. 

Protect the transport. 

During escort duly, it's not enough to kill all the bad guys. The whole mission is to keep Ihe fighters from 
destroying ihe bigger ship. So keep rrn eye on your radar, and go after any enemies thot bead for the transport. 

Manned Insertion Pods 

Manned Insertion Pods (Mlft) ore torpedo-sized pods used to get commandoes into enemy capital ships. They are 
only available far some missions, and you select and fire them just like any missile or torpedo. [With Smart Missiles 
OH, you can r l accidentally launch a real missile or torpedo when you want to release a MIR) After the mission is 
accomplished, don't forget to tractor in the survivors* 


Tractor Beam 

Using your tractor beam is exactly like firing a gun, except you 
hold the button. When you release the button, the tractor shuts off. 

In a tractor beam mission, when you target a MIP or an ejected pilot — 
and you are dose enough — your tractor beam will automatically be 
selected. The abject will disappear from yaur viewscreen when il has been 
successfully traclored inside your ship. 



Views 

You can cycle through the possible views [n + on), The current view is named at the bottom of the screen. These 
camera settings are temporary and do not save from mission to mission. 


Front View Out the fronl viewscreen 

Rear View 0ut ihe rear viewscreen 

Chase View From behind your fighter 

Object View Allows you Id rotate the camera 
around your ship 

Dying 

If you get on the losing side of a space boltle, a plague displays: 



Replay. Returns you to the cockpit so you can take off again with ihe some sbip/loadoul. It's the beginning 
of the mission. 


Quit. Returns you to the Main Menu. You can loud a gome from there. 













Tutorial 


Note: All writ roller commands listed here are from the ACTION (default) controller setup, h find out what other buttons can 
a&fped to mh function , W on pages 26-29- 

This short Mortal will h&lp you got acquainted with the cockpit and basic ship functions after you've started the 
game and watched the introduction. You may find this section particularly useful if you're new to the tWng 
Commander series, (In fact, If you're just learning, you might find the Invulnerability Option invaluable. See 

Invulnerable, page 2.) 


Starting 

Usually, at the beginning of a mission, youll find yourself in the cockpit of a fighter, waiting to take off. The 
beginning of the game is different, since you are already launched when you gain control of the ship. 

The first thing to do is become familiar with the cockpit. Maniac will be taunting you to accept bis challenge to a 
virtual dogfight, but you can ignore him for 30 seconds. 


Radar Basics 

look at your radar (the circular array at the bottom of your screen) and notice that your wingmttn shows up as a 
blue dot. The white cross indicates the direction of your next destination, known as a navigational [or nov) point, 

Use your directional buttons to maneuver your ship so that the while cross on your radar moves to ihe center of 
both the rad nr and your forward view. You will use the same methods of maneuvering to bring enemy ships in 
front of you during battle. If for some reason you want to head toward the next nav point before the autopilot 
light comes on r just point your ship at the white cross and fly. 


Speed 

Your ship's speed is shown numerically in the upper left comer of your screen (above the speed arc), "KPS" denotes 
the speed at which your ship is traveling. 

increase throttle. 

Decrease throttle. 

E3 + M Set throttle fa zero, 

tnt +■ M Set throttle to maximum speed. 

Action Sphere 

Display your Action Sphere by pressing This 3-D map shows the current nav point. Your ship appears in the 
center of the current nav point. Use directional buttons to rotate the map in ony direction. 


t> ^ ^ 

Rotate Map. 

© 

Cycle through targets. 

(Centers your ship in the map if you target yourself.} 

m/m 

Zoom in/zoom out. 

START 

Return to normal cockpit view. 















Weapons 

Your w&apon loadaut appears in the upper right corner. Mate that missile hardpoints, selected gun, missiles and the 
number of decoys ore shown here. All of your ship's guns are automatically active (this can be toggled off in 
Modes — see page 3). If you turn Full Guns Only off (see page 3} you ton cycle ihrough the various guns, hut 
Full Guns gives ihe most punch (and. unfortunately, uses the mosl juice). Unless you're in an energy crunch, Full 
Guns b usually ihe best bet. 

The Hellcat has both a particle gun and an ion cannon. 

When you fee! comfortable with the above commands — and you wont some practice — take on Maniac's 
challenge. 


Fighting Maniac 

Now you're ready lo take on Maniac, if you wont. Accept his proposal by choosing AFFIRMATIVE, or decline by 
choosing NEGATIVE. 


EH Cycle Ihrough communication choices, 

El Select communication choice. 


Your computer has automatically targeted Maniac's ship, plating a box around ii on your viewstreen. Maneuver 
your ship so that Maniac is in the center of your viewscreen, and fly toward him. Maniac may break left or right, 
but will eventually head directly toward you. I you dive o litlle, he'll shoot over your head. Then you can pitch up 
into a 180-degree turn and tail him. 

© Fire guns! 

Your I.IIS. system will kick in whenever lies in view, displaying a green circle, in addition to your red gunsighf. 
If you line up the red gunsighi with the green circle each time you fire, you have a much better chance of hitting 
ihe target. 

(la a real mission, you would be using the Target Cycle feature much more than you are now, against just this one 
opponent.) 


© Cycle through forgets* 









Pirates 

Once you either finish the virtue I dogfight with Manioc or decline his challenge, you find two Razor light fighters 
ore suddenly buzzing oil around you. They appear os red dots on your radar, and one is marked by a red box 
when it appears in the viewscreen, Infer motion aboui the ship appears on the lower right side of the screen. 

Tell Maniac 1o Break and Attack. Hell veer off, and as soon as his system reconfigures back to regular combo! 
tnode r hell begin allocking. 


+ @ Break and Attack, 


Press your afterburner keys and maneuver using your directional buttons. Right now, at! you wont to do is keep 
alive until your own systems reconfigure. 


M + HH 
t> <3 a v 


Fire afterburners 
Maneuver. 


Battle 

As soon os your guns reconfigure, try to get on the tail of an enemy. If you find yourself overshooting the fighters, 
slow down, Ifs belter to go a little slower than to be going too fast, because flying past your opponents puls you 
directly in their gunsights. 

EE] Slow down, 

ED Speed up. 


Communication 

If you need assistance, you con try asking your wingman to help you out, (Unfortunately, Maniac is notorious for 
disobeying any order that might disrract him from a target.) Generally, you can command him to attack the ship 
you have targeted, break from formation and attack any target he chooses, fly on your wing or return to base. 


HO + Display the available communications in 
H fbe lower left part of the viewscreen. 

v , > Highlight and select the receiving ship (Maniac). 

7 Choose a message: Attack My Target or 

Help Me Oat Here. 

1> Send the message. 












Missile lock 

Keep the enemy in sight end match your speed to his. 



Match Speed. 


Keep the locked ship in sight until you hear a missile lode tone. (You lose the missile leek if a target moves out of 
view.) Try to get os dose to the other ship os you con before you fire — this gives you o better chance of hitting 
the target. 


(x) Fire missile. 


Once you hit a target, look to the lower right of your viewscreen. If any of the green sections begin turning yellow, 
you're wearing down your enemy's shields. Try to fire wherever the shields are yellow or red, Le., weakest. Usually, 
you can weaken shields with your guns, then fire a missile for the knockout punch. Razors aren't so lough, though. 
Seven to eight shots with your guns — or one missile — should be enough to destroy a Razor. 


Damagf 


E3+ <1 or t> Cycle through lower left viewscreen displays. 

To check damage to year ship, look to the lower left of your viewscreen. The color of the ship profile indicates the 
system status: damaged systems ore yellow, critical systems are red, and destroyed systems are black. 

Autopilot 


After you and Maniac have defeated the pirates, look to the top of your viewscreen. When it is sole to autopilot to 
the next nav orea, the word AUTO will appear. 

When the AUTO light is on, you con aulopilot to yaur next destination rather than taking the time to fly she whole 
uneventful stretch. 


SElCCT 


Autopilot toward your next nav point. 









Advanced#! Controller Layout 

Certnin keypresses, dll not function with specific options. Those arc 
Ipsled in rJak 


Ship Controls 

Ship Movemenl (Steering) 
Throttle Up 
Throttle Down 
Wax Throttle 
Min Thrallle 
Afterburner 


Cycle Camera Views 
Autopilot 

Combat 

Fire Gars 
Fire Missile 
Next Target 
Smart Targeting 
Drop Decoy 
Match Speed 
Hex! Gun 
liext Missile 


M 

m 

mi 

(HJ + [Ml 
ED + EH 
mi + tut 
ED + 4 [> 
ED + EMI 


© 

dd + © 

© 

ED + @ 
ED + 

ED + © 


Rear Turret ED + 5^ffr 

Eject ED + DU + ED + ED + ;.£?■ + b Kt 

Cloak Ship [toggle] ED + [la + HD t 

Comms 

Toon Enemy S + (□} 

Break and Attack «™ + @ 

fMnimrffl'ra/Mp wrt ffwcfr Select Comm Off: 

Cycle Comm Option ED 

Select Comm Option ED 

fammuiMrtiwj with Quid: Select femm Off: 

Viewscraefi (loggle/sel&ttor) [tm + > <t * ^ 

Options 

New Gome bold 5 ‘.ic" + rim Tor 7 records 

Artian Sphere/Pause arJfiT 

Oplwris Menu (from Action Spheral ® 

Action Sphere Controls 


Rotate Map 
Zoom la 
Zoom Out 
Cycle Naxl Target 
Options Menu 
Exit Action Sphere 


p 4 ^ ^ 
ptti 

EE 

@ 

® 




Advanced #2 Controller Layout 

Certain keypresses will not function with specific options. These are 
lister) in iiek- 


Rear Turrel 


[ + 


5E.srr 


Ship Controls 


Ship Movement (Slewing) 

H av 

Throttle Up 

ED 

Thraltle Down 

[rH 

Max Thrallle 

ED + ED 

Min Throttle 

UD+ EH 

Afterburner 

© 

Roll Left/flight 

EH+ <f P 

Cycle Camera Views 

ED + EH 

Autopilot 

sir.c:- 

Combat 


Fire Gars 

@ 

fire Missile 

© 

Next Target 

@ 

Smart Targeting 

tm + @ 

Drop Decoy 

ED + @ 

Malch Speed 

ED + @ 

Hex! Cm 

ED +■ @ 

HexS Missile 

o + Q 


Eject ED + EEI + ED + H + 

Cloak Ship (toggle) o + eh + m + ed 


Comms 

Taurl Enemy ™. t @ 

Ireak and Attrsrlc + @ 

(mmmtaling with Quick Select (mm Oil: 
Cyrle Comm Oplian G3 

Select Comm Option ED 


(mmnkding dffi flweir Select Comm Off: 

Viewme it (toggle/selector) un+ : ■ 


Options 

New Game hold ■i - + * - i far 2 seconds 

Action Sphere/Pause 

Options Menu (from Aclior Sphere) (X: 


Action Sphere Controls 


Rotate Map 
Zoom In 
Zoom Qul 
Cycle Next Target 


p <] ^ V 


ED 

ED 


@ 


Options Mono 


® 


Exit Action Sphere 


5 "ART 











Wing Commands 3 Cqntroiur Layout !e<I^Il " ,e, 


Certain keypresses will noE funclicn wirh specific options. I hose ere 
hied in link 


Ship Controls 

ih't.'.'j.eiaeir (Steering) 

Ihrottle Up 

IhroNie Dawn 

Max Throttle 

Min Throttle 

AFh^burner 

M left / Right 


i> : ^ - 

@ 

® 


ED 4 EH 4 @ 
IH! + EH ^ 0 


r + iLi: 
EH/ED 



Uli + Ui4lSi( + lESl + rf??f-+ Tri 


Cloak Skip [loggle] GH + m 

COMMS 

Taarl tnemy “r + © 

Break and Attack 4 © 

(mnmnkating wilh Onkk Se/erf Coitc? Off. 

Cycle C&mm Option Piil 

Selet1 Comm Option uD 

fflMTMjraJfag Qakk Sele rf forcu? Off: 

Vicwscreen Claggfe/selectcf J ED 4 & 77 


(yde Camera Views 

Autopilot 

M 4 Jffi 

tui 4 GH + ED + EE 

Options 

Hew Game 

fidd ™ 4 For 7 seconds 

Combat 

fire Gum 

0 

Action Spiiere/Pease ^ 

Options Mean {From Ad ton Sphere \ ix) 

Fire Missile 

© 

Action Sphere Controls 

Next Targei 

G3 + © 

Rotate Men 


Smart Targeting 

i.i ; t 0.! 

loom In 

eeh 

Drop Decay 

I^H -f E n 'i 

hm Dal 

ret 

Malch Speed 

© + ® 

Cycle Next iargel 

ini 4 © 

to Can 

G3 i © 

Dpi ions Menu 

00 

to Me 

OH 4 @ 

Exit Action Sphere 

HART 


Roar Turret 


Analog Joystick Controller Layout 

Certain keypresses will not function with specific apllnns. f ipse are I sled 
in Hulk, 


Ship Controls 

Ship Movement [Steel ing] 
llirottle Up 
Throttle Dcwn 
M is k Throttle 
Min Thrcll-s 
Aftei hunter 
Hell Left 
Si: II Sight 

Cyde Cnrnero Views 
Autfljlilot 

Combat 

Fire Guns 
fire Missile 
Next In'gel 
Smart Targeting 
Drop Decoy 
Malch Speed 
hex! Gun 
Next feffe 


Rigid Stick 

Left Slick Foiwoid/Up 
Left Slick Bark/Down 

[hTT + Ik] 

[DU + EH 

© 

Left Slick Left 
Ldl Slick Sight 
ml + o + dd + EH 

RLE Cl 

@ 

® 

@ 

EH 4 EEU 

[HI 

EH 

Ell 

ED 


DjjU ? 


tjuri 

Clonk Ship hi:ni|b] 

CONIMS 

Taunt Enemy 
Break and AMink 


GU 4 4 ® + ED 4 f - 

I ■ ! 4 @ 

f. t (§ 

“ I (X ) 


(vmrnkQtirx] with Qmk kkl fiwnrj fflt 
(yds Comm Option Rigid Stick Hal Up/Dawii 

Select Ccjnm Option Kiqlil Stick Hal Right 


(oMmnkoting with teJC Sirfw/ Cwrjrjt i)fi 
ViewHcccn {Inggle/icledar) Kighl Slick Hal 


Options 

New Gome field “ t “ for 2 seconds 

Action Sphef b/I^ 

Options Menu (ham Ar lien Spliaw) x 


Action Sphere Controls 


Relate Map 
Zoom In 
Zoom Oat 
Cycle Next Target 
Options Mil a i.r 
ficir Action Sphere 



Right Slick 
Lofi Stirk Down 
Left Stick Up 


mm 













The keypresses listed 

in italics 

may not function if you've 

customized your options. 

Ship Controls 


Ship Move meat (Steering) @ 

Throttle Up 

ED 

Throttle Down 

m 

Max Throttle 

E3H E3D 

Min Throttle 

mm 

Afterburner 

@3 M I 

Roll Uft/Riyht 

m @ 

Cycle Camera Views 

EH EbD 

Autopilot 

CVCUEGT 


For additional 
controller 
configurations, 
see pp* 26-29* 


Combat 

Fire Guns 

@ 

Fire Missile 

® 

Next Target 

@ 

Smart Targeting 

EH@ 

Drop Decoy 

© 

Match Speed 

E3@ 

(kxt Gun 

EH @ 

Next Missile 

ED® 

Re nr Turret 

FED SELECT 

Eject ED ED: EH3 HU 

SELECT V.LHf 

Clcrak Ship (toggle)ED HB ED EMI 

Options 

New Gome l-d-l ■ 

r for 2 s&rtmib 

Action Sphere/Pause 


Options Menu (Action Sphere) X 


Comms 

Tounl Enemy 

Break and Attack “ S 
Cmmnkating with Quick Select 
(omm ON; 

Cycle Comm Option eu 
S elect Comm Option 
(ommwiknttng with Quid Select 
Comm Off: 

Vrewsaeen (ToggVSeleclot) E3 @ 

Action Sphere Controls 


Rotate Map @ 

Zoom In inn 

Zoom Out ESI 

Cycle Next Tnrgel @ 

Options Menu ® 


Exit Action Sphere 



Pldy^tcitian 


ORIGIN Systems.. Inc. 59 I B VC Courtyard Dr T Auslin, D( 78730. @199? ORIGIN! SysJems. Inc. The- Ptice of Freedom is a trademark of ORIGIN System^ Inc. 

Origin, We trenle whds ondWiig CammandsF ere re^tered Irademwks of GRtGIH Syslems, Inc. Efectnwiic AtIs is n registered trademlirh el Efedronic Arts. 
Litented hy Sony fnri|ii.ilHr Enterininmeni dnmrici: fnr me with ibe fluySlu'inn gome rciftnlK rluySlclb:i and llie PiaySlnlian LogK are irudfmedts of Sony 
taenputef [nlefluinmaal Inc. The idlings ken is a irudentdrk of the Interactive: Digilu Suiwcre Asaciatiait. Made in Japan. Manufactured and printed in Ik U.Si. 
THIS SOFTWARE IS COMPATIBLE WHlf PUflSttlltffl GAME CONSOLES WITH THE NTSC U/C GE5IGHATI0H. U.S. AGD FOREIGN IWOTS PIN PING, 











5U1S-QQ27M 

101015 

,4 


neui Officer's 

Handbceh 

- _' A 





r 


WARNING; BEFORE USING YOUR PlayStation" GAME CONSOLE: 

A very small percentage of individuals may experience epileptic seizures when exposed to certain light [itilteFns cr 
flashing fights. Exposure te cerlain patterns or backgrounds on a television screen or while ploying virlero gomes, 
including gomes played on the PlayStation gome console, may induce an epileptic seizure in these individuals. 
Cerlain conditions may induce previously undetected epileptic symptoms even in persons who hover n» hislary of 
prior seizures or epilepsy. If you, or anyone in your famity, has an epileptic condition, consult willi your physician 
prior to playing. If you experenre any of the following symptoms white ploying a video go™ dizziness,, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary mivomcitl, nr 
convulsions — IMMEDIATELY discontinue use and consul I your physician before resuming piny. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not conned your PlayStation game console to a projection TV wilhaul first consulting lire user manual lor youi 
projection TV, unless il is of the LCD type. Otherwise, it may permanently damage your TV semen, RuFm la yarn 
projection TV instruction manual for more details. 

HANDLING YOUR PlayStation “ DISC: 

* This compact disc is Intended far use only with the PlayStation” gome console. 

* Do not bend it, crush it or submerge it in liquids. 

* Do not leave il m direct sunlight or near a radiator ar other source of heat. 

* Be sure ta take an occasional resl break during extended play. 

* Keep this compact disc clean. Always hold the disc by the edges and keep i] in Els pjaiadlvc case when not 
in use. Clean the disc with a lint-free, soil, dry c!oth r wiping in slraight lines from cci iter to outer edge. 
Never use solvents ar abrasive cleaners. 

This product has been rated by the Entertainment Software Rating Board, Fci mare informuliaii about the FSRB 
rating, of to comment abaul the appropriateness of the rating, please contact the FSRO at I BOO 771 3772. 


Table of 


Starting Play 
Controller Diagram 
Between Missions 

Sidling trie Gome .■^p,,+*....p..,h..*p..*p,*“.+.i+#i*+i.p,+F..4+npi'+pp.+.pi4i'ii+ii,+..4 

Saving, Loading and Restorting.......4 

On Board the Lexinghm .......5 

Talking to Characters......,...S 

Gameflow Map......... 6 

FSght Control. 

Main Terminal..... 

Duty Roster 
KHIhoard.,44 

Ship Configuration 

Wing Configuration.. 

Controller Options 
Control Parameters... 

Officers' Lounge.. 

Mission Briefing Room 


























Starting Play 

Set up your PtaySlation game console according to the instructions in its instruction Manual Make 
sure the power is off before inserting or removing a compact disc. Insert Wing Commander W "Disc 1 
and dose the Disc Cover, Insert game controllers and turn on the PlayStation game console. Follow 
on-screen instructions to start a game. 



Controller Diagram 

Front View 


Ttl ton 

■rY| But t o n 



Button 
[R 2 l Button 


Top View 


Directional Buttons 

A [> ^7 0 


; / ; 


START 



SELECT 

Button 


















































































































































Between Missions 


Starting the Game 

Put the CD in the PlayStation gome console and close the Disc Cover. 

You get to make choices during the introductory scenes (for instance, '"Help him out "/'Straighten him ouf). 
Choose the response you want by using ^ and to highlight it, and pressing CX; lo select it. 

il you want to bypass the intro, press TTr,,. You" 11 still have to moke the choices, but it tabs a lot less time. 

To change (be controller setup or other spaceflight options, open the Option screen [.T; then (x) during 
spaceflight) end use the directional buttons Io cycle through the hotspots on the screen. 

(X) selects the current action option you have highlighted. 


Saving, Loading and Restarting 

Select Main Terminal (see p. 7). 



Saving Gomes. There are only u couple of things to remember about saving. 

You can only save from a carrier. Highlight the save icon and seled by pressing (X) Your 
save game is then assigned a name hosed on the scene in which yoi are saving. 


Thera are 14 game slots on atypical memory card. You can overwrite filled slots if you want to. 

Loading Saved Games. A I you have to do is dick '"Land Game " then use and to 
highlight the game you want. 

Restarting. Press £.■ to pause the game, then press “ to 13 jit 
(Or press and hold bSrt and tor? seconds to send yon to the anginal starl screen.] 




On Board the Lexington 

The pal of the game between missions is driven by "hotspots" - plates on the screen that make something happen 
when you activate them. Talking to people, moving from room to room, using ship computers ond so on, can all 
be done by activating hotspots. Whenever you highlight n hotspot, text at the bottom of the screen tells you whal 
that hotspot does. 

Cycle through hotspots. 

(x) Activate the hotspot video flick. 

Talking to Characters 

111 ere are lots of people in this game that you ought 1 o talk to. Some ore friends, some would happily spit in your 
eye. Sometimes the conversations ore important to lire plot, sometimes they are just to gel to know your comrades. 

You'll notice that now and then the video will peruse, and two choices will appear on the top end bottom of the 
screen. This is your opportunity to change the plot around - you'll gel the chance to choose one mission ove : 
another, pick one person's side over another or even affect the end of the game! 

- Select your choice and press (X) lo activate it. 








Gameflow Map 


@ Call up the mop, 

Getting around 1 is easy. With the Gameflow 
Meip, you can pa straight to any available 
room by clicking on it. Even better, the map 
Ids you know where the "talkative* people 
ore located. You've got to talk to people la 
move the plot along. 

A red dot means you huve to talk to the 
person before you can go to the mission 
briefing. In other words, you can't fly until 
you get rid of all the red dots. 



A blue dot means if you don't talk to tbe person it’s okay. You probably ought to, just !u know when\ going on, 
hut if you don't, that blue dot will eventually go away. 


Flight Control 

Flight Control is an important part of a carrier if only because this is where you'll find the Main Terminal (p. 7). 
You con get to the Flight Deck, Briefing Room and Officers' Lounge from here, us well 


Main Terminal 

When you go to tbe Main Terminal, you' ll see a dose-up of a computer screen with different icons on 11. When you 
highlight an icon you'll see text telling you what that option does. 


@ Select on option. 

START Leave the Main Terminal. 






























Duty Roster 



then press (X) to slctrt it up. 


This is where you load and save games; use the directional buttons to highlight 
the options. The double arrows scroll up or down one pap at a time. 

Delete Game. Use ^ mi ^ 1o cycle through the saved games. Press ® to 
delete a game. You will be asked to confirm your action. 

Load Game, Use ^ and ^ to highlight the game you wont to jump info, ond 


Save Gome, Highlight art empty slot and press (X) to select it, You can save up (d 14 gomes, and overwrite old 
ones that you don't wont anymore. It's a good idea to save often, so thctl you can make different choices without 
having to stortthe gome over. 

Killboard 

There's no real '“'score keeping' in Wing Commander IV, but the killboard comes close, it shows the number of kills 
for each pilot. When you start, your name will he last on the list, but ns you complete missions and destroy enemy 
pilots, your number in the "Kills" column will get bigger, V/hen you kill on nce r Mil gel mentioned in the "Ace" 
column. 


You can see same information on the pilots here, too: OK, inavnilable, deceased, AWOL cr sick. 



Ship Configuration 

You can only select this option afler you've gone to 'he mission briefing. 



Before each mission you need to decide whether you want to accept lire default ship and missile loadout, or if you 
want to change it around, tf you wan! to see what ihe default is, go to the Muir) Terminal and select the Stop 
Configuration button. 

Some ships hove mare missile hordpoints (places where missiles are allached) lhar others. Some ships come with 
certain kinds of missiles, and you can't choose nnylling different. 


> and <1 

Switch between the Ship and Missile windows. 

and ** 

Choose the ^hip you want. 

® 

Toggle between the picture and stats of your ship and missiles. 

^ and ^ 

Cycle through the weapons available. 

@ 

ExTI the screen. 
















Wing Configuration 

Before you gel into the cockpit you II need to select o good pilot to fly os your wing man. 



Use > uad <1 to cylce through your wingman chokes, tf you con lab more than orte wingman, press v , then 
use » and <1 to cylce through your second wingman roster ^ returns you to the primory wingmoi options. 


® Se lect the wing m an you want. 

@ Exit the screen. 

Controller Options/Joystick Calibration 

Takes you directly to the Controller Configuration menu. There is more than one arrangement of controller 
commends; you should choose the one that makes the most sense to you. This is also where you colibrtile your 
Analog joystick, if you have one. See Me took, pages 26 29 and bock cover. 



Control Parameters 

Takes you lo the Spaceflight Options screen. This is where you can do things like moke the gome harder or easier, 
louder or quieter. See M/e Soak, pages 1-2., 



Officers' Lounge 

The heart o! the Zexj/rgfor) is the Officers' Lounge. Here is where most of the other pilots go to relax for a while. 
Information is traded, bets ore mode and friendships are forged in the brief quiet times between combat missions. 
You get to Eisen's cabin from here. 


Mission Briefing Room 

Right before each mission, you have lo attend a briefing. This is when you get information about where you are 
supposed to go, and what you need to get done. Since you're a commander, sometimes youll need lo make 
decisions concerning the nature of the mission. After ihol youll brief your squadron and pick o wingmon, See 

Wing Configuration, p, 10. 











Long range, moving forgets ore very herd to hit with missiles. About 500 klitks on 
the distance meter is dose enough to fry 'em. 

Decoys ore great to distract incoming missiles, but keep in mind that one might not 
be enough. 

Leech missiles and leech guns are great lor slowing down faster ships. 

Remember to kill off leeched fighters before leaving a nav point [unless you ore 
laid not to in the briefing). 

Concentrate your attention on one fighter at a time. Switching front target 
to target allows shields to recharge and gives you two wounded enemies, 
rather than one dead one. 

When you must destroy capital ships, Dumbfire missiles and torpedoes work 
extremely welL 

if you're on o torpedo run, it's not a good idea to go straight in. Try to "corkscrew" 
in by rolling and hanking slightly in order to dodge the turret fire and enemy croft 
that will probably be on your tail 


Getting too dose to enemy bases and capital ships can be lethal, Their shields are 
supercharged and sometimes extend out in a large radius - and they're muth 
stronger than your ship. 

Don't expect your wingmen to take up your slack. You and you done are 
responsible for mission success or failure. 

Ships with rear turrets are dangerous when tailed. If you're getting shredded by 
them, try attacking from the sides and not from the front or back. 

If you're having trouble shooting down your enemies, there's always the brute force 
method for stronger ships (Longbow or Avenger). Ram them. That's right, if you have 
o heavy ship, work on your target's shields with your guns and when they're low - 
fly your fighter right into them. Don't use this technique if you're in a lighter ship. 

If you are somehow loft behind by your command ship, you can always eject. Be 
careful - your enemies won't give you a warm welcome if they find you. 

The purpose of taunting is to goad your enemy into flying more recklessly. It doesn't 
always work, however. 

You can fight the Seether, 















Longbow 




Armor Rating 300 

Max. Aft. Velocity 700 
Mox. Velocity 320 

Shields 500 


Weapons 

Ion 


Particle gun reor (turret) 

Missiles; 

Four 4-slot hard points 
(medium) 

Four 1 -slot hardpoinls (heavy) 
Missile Decoys 24 


TORPEDO 































Banshee 


Armor Rating 80 

Mox. Aft. Velocity 1300 
Max. Velocity 500 


HEAVY 


Fighter 


WEAPONS 

Leech 

Scatter 

Laser 


Four 2-slot hardpoints 


6 


. 


f 



Vindicator 


Max. Aft. Velocity 950 
Max. Velocity 400 

Shields 250 


WEAPONS 

Laser (2) 

Tochyon (2) 

Leech (2) 


Three 2-slot hardpoints 


Three 1-slot hardpoints 
(Heavy) 

Missile 



















Avenger 


Armor rating 250 

Max. Aft. Velocity 750 
Max. Velocity 350 

Shields 400 

Weapons 


i 
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hi Amrnu DitecJcf . 

... . .Hnrry Jorvh 

Itid Askhat Wftttor .. 

. .Tin Arran 

?fW l ^to 1 JssnFrmf Director 

. .,, .John Braiton 

Fnufoi'fo'Ji Cooi'cfiiirjtor. 

- - -1 - - 111 . .iiii.-.. .j dii ^ li. Lni r j 

4ffJsJaof frodirtkirT CmdmhM 

..Roy Cabo 

k) J^ocklton Jssistonfi .. 

.Wendy Palmer, Men Nefie 

Prniktm Av>tim . 

.Shaun O'Bn-ion, Cory Sinus, Orion Walker 

i^rsian^ to Mr. timid . 

. -.fatee Sahara 

■Vw'sto'ii to Air. /tobertj. 

.. .Borringlon kiilh 

Math Jikrf#j Storfd'-fn . 


Director flf FJiotoqrcj/ib/ 

.Jric GaWslein 

Fs,' friutorci JssffJrriH'. 

.lorn Rynn 

Tnd Cfliiwfo dssifliiflj . 


JddjJImnf 2nd dsitfstortf 

. . .Doiiyfonilh 

iorrJcj . 


Gofou' /Dewdfijffijtiwi . 

- 1 , . _ Joey E-rawi 

kit kyf L'iie.i L/ghi'.vig Jerbcwim 

..(otoy libb 

iTtfjr u.vk Grip/2nd Ounpany urin 

.Sandy Bloeni 

kf Grip/ tit CcMlljjrjny Gn> . 

..Billy Bkibo 









































Film Production {mnt,i 

QoHy Grip/(rah 04 Grip.ttkhflet Nun .nyoni 

Grips .Liz Soiden. Mxxi: P&ianslq, Sobs : I Beit, Kevin $nll 

^ppraultoe Grjjp .......Irik WolEnrd 

Ftotfrid faring TaMMs.Uriel Uribe, Anllnwy Guimon, 

Andrew Glover, Ngnli Nyirerdu, Douglas Rlagy. Jc'in Muiwra, 
Thomn Bwvis. Diraiks Miycka, Can [hung, Erit Kramer 

Wrrmfli'jfl Operator .. .Bob Kerlesz 

hp Opemfor..- - Greg Hayes 

toil 1 rtoiogvqpW.Joel Sussrann 

iawM 1 Mixer.Wnlf Marlin 

famr? 0por afar ..Bill HtfrlilF 

Sffij3?4arsasof....Kese lewis 

Sfeepkirt/dr^. %r Baird, Mu HiH 

fr4fJU'Ofl0fipefJ...Client faker,, thris faunas 

fcvnpi'Hif Grppks Art Birwlw .Jelirey MC Cuinhs 

Mr Bceoransni fowdmtflcr.. .Alin Cteieoprtyler 


j$l Oi f^riflfS.. .thru Gorak, Jcmci D'fanredi. Brycn Lc : ie 

Modal faiMer.Robin Schneider 

ifil Derarptor.. .(offit Penan 

Jedmi .lirhord B. Virigkl 

Se*! Djejser. Jolla Grmra, James (term, Ara Borakpaa 


Orr-Sef flreww. .Tern VJaiscnEn 

fostorra Jtarrpner. ,,... .Karen Maori 

fajtoim .. ... .KrislenSsuls 

kWroftf Super war.larnl Quiroz 


5ef Castor .Josl Berlin 

fps.'uvror.Dean LmIs, Anilo Brown., Tommy Surber 


frcto Intern .. .. , .toyi Flores, Slaci R.^Enhecli. Pmilertfe Urs 

ftyWai'r. Idea Sharpe 


MiisrrriyrHm'f ....... 

. Gloria Pcmre 

timfylbl . .... 


% iWakeayn . 

.. M Myer 

MiitfwrMe-tyi . 

.. £ . Kim-Winer 

KIIKATHI cmmt T(AM 

■ ■ ■ i i r i 1 ■ p i i o r r i i i i -i - - i i 

.Chris BerpJmeidar 

5wJ Cef/mow.?? . 

.Jdf farley 

Slrrt . . 

.k Ann E bmdield 

fyiptoer . 

. ,, . , .Sad McGrew 

i cl ii | Opt, ) eer Msi'sJna' . 

. Mike Newman 

Jflbrtf/VMthafirf . . 

. .. .(Jtarure Midoris, Int 

/Vaperfy Itojfev ... 

. Moil Anderson 

Asjhtorr, 1 .Property ... _ 

. LouA.H&ye 

Jlpsrjpi' ffkty .. 

. . .ftmfci Ail K, Iwhaakciif 

SETS & STUNTS 

SJwrfaaidvto . 

. Rtxly (opolla 

QurdrurJian [oord'mtor . 

Me JM 

Aswsfonf CurfsJ/iiTfitni (oorrtointor 

. Jnr*iy Ayala 

Gmraf Foramorr . 

... Kerflli Cox 

foriilTflfJ'ici? foreman . 

Wnrlc Robinson 

Wetter /(mlrwlm . 

.. .Ukliael J. Cohen 

5fi7'i4 ..... . 

.Slava flegioedl 

P 1 L’P kW . t. l i .. ■ . i i i r ■ ■ ■ ) i ■ a i 

Woigiin Flalinrly 

iaffmtws/FfOfi .Wakerr . 

I'uul i Coulmas. WailiiDueran, 


Gordon L Holmes II, Tyler Ouptiy, Kuy farons Mm H fazeman, 
Soon A Duggan, faviil Nuln, 5lma I «j, Well Miller, 
Rubefl A.Wflsini, Doeid Whecier. frnothy W< hh, Van I n Duncan, 
Umalhy Grosa, FraiA PhIdj/h. Casey Wtieebr, 
[Hill Konli, lluval Campliflll, Gregory (ampbe 
I'le im Wages Rei ((issa 10 , Bcfliiiia ManlgnmHy 


(MifkMr/flWfaVifeT 

iermrM'sff . 

r ....,.,,,.IkiveJialuman 

. Chris Kelly Paul Mnmhaslfi, lur 

BUSINESS OFFICE 

Pndutim/kmntwl . 

.. ..... Lauria Wokon 

CJerrP decorator . 

.. ..thift Kelly 

Msjsro.'ir Fnxkim Mroteifonr 

..jinboSn Prrrlh 

flsrjfijtoj . 

.....SfewEiegmadf,Inr 

^smesr/ift|Bl i rirtins. 

.. .Corel Cwifos, Leslie Ahal 

PWwJleR / Gerorrrtarc . 

irriorm. 

. .. .Briuii Lynk, iVki Grwgn 
Frank Dlivwi, GaryfAqrt, Gnilbme h in 

SSirk RiktmsDii, Marlin Oilli. Jim m (i alius 

Cessr Ayub,. Rick Fine, ..far* 

faniel E. farkes. Josan Grecm > * J, [luvlil K iir|m 

POST-PRODUCTION 

fffil Frodi'rtm GrrerJar. 

VimlffkrtsSopmm . 

... Pin! Gess&< 

..Slew Moore 

2ND UNIT 

Hirortois . 

Dermis WinlHS. Bohen Delguilo, April I'nnu hi 

. Murk Offy, Adflinfnshkn 

hiLsai Efkrti (mdimtor . 

Fir,, 1 - Pi nitaviii CaovrA'iakr 

POST-PRODUCTION — 

.kflery UC Cotnfcs 

. .Ikivid Downing 

PICTURE 

fwis^JOffJ... 

..Ini Rfl-^nllmil 

Jlviif ftfi'ku.... 

..FhilGenert 

I'.^ae AifHlms 

Dan Deviii^' 

rtsiHJmvJ fid-TCV. 

.Jay Mjahaviet 

..Jim Capp 

Video firJeniT ... , 

....(hotk llrti||iiM 

JVsF’ft4d^ JssWiml . 

lit Mfly. 

.......David Willing 

IVup fti^in^ Wily . 

..FA Medici Cali 

2nd dtibiy .. 

... .....Jannidnr leai 

hi/ec fl'iSLessimy £ 0.ipj'rrzii,ypn- , 

......Jem Day 

ii !GireLTar .... 

. ,,,, .. ifluis MililP 

ICMeoJkyijim . 

...Midind Modi 

^i£/^£ioteirDrrerkj ... 

.Emit ftiiyilymn 

JJynrrrJ (cvnposifrflij ond On Jj'ne.. 

...'Ateslejn Sm=:ges, Ijie 

Smjfj y^amsw . 

......fciHirh Sdatldarv 

Jirr^frprkef .. 

■ i i ■ i r 1111. ■ ■ i ■ ■ i .Iced _ i r J j 

Ser Ffoiortm Aiwi/ml , 

.Carrs Myw. Car nl Diciniti 

rdcJnrrfnf Bkettw . 

... Jury Cqjfra 

Gp//ar. . 

Km[ nlil | hike 

i4J>n0 fiifiii'ivJj ... ... 

lirti : urre!l Gary {ante 

flejuf ffsy f^lrinjiTT .. . 

. .. SKntnmn f iillnil 

0 / flrifmt FdiJars .. 

. Greg Gilmore. Mtnk Sorensen 

Lkitrkion .... 

—.. .. Vein Jaknsaii 

CwirporJji’iT]} Jrfisr . 


fay Grip . 

. ■ ■ • hti 

ikpfroipjwifl MiH . 


tfert % Grip . 

. 

.. . . IlilMll 

Befijpi 1 W/orW . 

. ,, Pas; leeir |r< 

. Week Caniiis, Jim Nlauwonlmls 

Fi?if i.'.yni Frprferer . 

. eske Sarron'ino 

Swr?d ... 

- i i i i j i* i .i 4 ■ --i. - . 1 . - - - r i i .. -Wplf 

Vrlu’iJl' fJ/nr.'s Uimpnsiyi.r. 

.Snbby Vignalo 

ite.iiLS .. . 

Christina Hcishey, Suionoa Kurkel, Juslii fadifinl 

4cew CivJoasr.. 

.... jMike Cnves 

Croft Wfire .. .. 

1 1 [r^r 

Jc/prnwJssiskiir. 

..Vmric farrern 

Scoe^Srojes provided hy 

... Ben Mor ladies, HuRywaod.. Calik:"im USil 

S) f CUvip Uditor . 

....Sob Blue 

















































Post Production — Pkture ((onid) 

a sr 


B-JMlttUf. 

.Ko /doruyomo, Shone Harris 

Col Chrhtophe r FiW . 

.M.nrk Humill 

Gpkn 1 IM ng Syitem . 

.AVID Technology. liXTSOU H D 

. 

.Malcolm MtDovs^I 

fih to Jape ira.ns^rs by . 

......_..... ___ .Deluxe Vrden 

/dn/. James 'flafarfm" 1 Taygsnrt . 

.John fihyS'Jlacies 

POSmOBVCWH — 

SOUND 

Copt. Wftm Gseu. 

jHirj. ii>i/’YWaiiW‘,i | drri r f, | iui l i l . 

.... .Tom Wilson 

ORiSlii System 


Seefter ... 

.Rc&nri Rosier 

Sound 1 0'tt&ifif . 

. .Morir Galway 

2nd U.JcOjf TfWsrrWdf' ft'rte r . 

..Mark Dutuscas 

Pad Psodestian Produier ....... 

.Slredrh. Willinuis 

frfl!. Ir'siTm? kits .. 

_ _Hally Gngnier 

Sduixf bdilw ...... 

... ilielch Willinnos 

jU. IWnsten '’Iroacu^ni/" fhcr.ng . 

.Francois. Chau 

MfwrftSflLm/fifiTwj. 

.Sandy Buwk, Jasun Cobh 

(ol. htob ''ffnwJt'dfnni^ .. 

..Chtis Wulkey 

Adti'iYwna' Giu-.Lmuie flccofd.mq 

.Rnndy Each, Jasnin Cobh 

Col "panther'' hmmih . 

___Eliiuholh Barones 

fTnrrrcoirdrfs Sew AToteo 


iJ. Co 1 , fibih Mker .... 

.JerEnry Huberts 

fljrerinrflf film Audio Pint Pnukdkm ..Mur rev Allen 

(Afe/JerfrMerf Syta. 

..Richard B.iehle 

Orridifi^Afrxers.... 

.Tony Berkeley, Ken Felon 

l/fff-At/mirp/terr# 1 HUbnf. 

..Ruler Jusoei 

Giff.Lsuue fo’ir.wg. 

.Tc-ny Bnrkelny, Kan Fnlrun 

Cupio^ WugJ 1 Poul'sen 1 . 

.Juhn Spenrer 

Po/eyMftrig. 

.Tciiy Berkeley Kei Felfon 

Indtt.Dmlbmitb . . 

. Miliums Yeomens 

ydcAPf ftA ; Jirrj. 

.Iwy Berkeley, Ker Felton 

Dr firarfy..... 

.jEssirnTudc 

Sipvusmj Scand rffeeff fJi/or .. 

.....lurry Berkeley 

VDrreuTdilEl'ek. 

.Burry Denrren 

S□ L'. n n' fteils M'ors . 

..Ken Felion Mote Furly 

Hsm Mur..... 

.. Barbara Hiven 

Sawn/ Dasigraers. . 

,,, .lurry Berkeley, ''mrc Frrly, Ker Felfon 

CnnfefJffitMH/T . . 

.Jtirha r d Gcnon 

Specid JfjlhiYhi l/nctrf f/ferfs. 

..Turn Seuferl 

Cnrv/ft/M^irr^... 

...Chib Cared 

hiey& AUft SerYftef^oi'ioW by 

.Past Steind C«p. 

CoijyMAur^J . . 

, ..Casper Van Dien 

MlftMm . 

.John Reiner C.A.S. 

fonkfMkf#... 

.Suzanne Irdin 

fo/ey/dijre.f. 

hlv/Msts . 

...Richard Duarte 

.Margie O'Walley Mnrnie Moore 

le/mnrm Feirioi'e Ciurr.v Qlfm . 

. Kiriieu Mcore 

Infamaa Otiiw .. —.. 

... juol Pqlis 

fo/ey fiftfeu.... 

---- .Bon Nebn 

jE/rrmca fluster . 

..Wirlnel Caranmigh 


Cnafees? fonteder.. 

Contm Ket. 

...Dylan Bruno 

.Peter fl.aryue-dl 


CanfEEti Man . 

.. ... Poim IrM'olly 

fimfer Hi5)rWs flk/f. 

.Mouririn Mmiiajo 

Sent/tr WCrfs PiiW -7 . 

. tester It im 

BarritrMfilbrfl. 

.Willi <io]|!|iis, 

ItowiiytfeitaiHnw. 


IfeirKiias fflnwn. QHw .. 

.CVlMlIll iltUlli: 

/zans^rf Fik .. 

.. , .lam: ft Rii||nri 

jflvetar#?. 

. Pr-iin Suimuurs 

Smite #2 .... 

....Id IIhuiimI 

ktwforifl .. 


Senator #4 ... 

.....'ihiiltiB FiumI 

SMe Fiiot . 

. ,.. Dybi Huyij 1 Hy 

fmyUDfnM.... 

. terlk Hlxoti 

Border WorkSsii. . ... 

. (ail (Tunis 

D.'i'Epinr Jnfk fun.'roi' . 

. hul'T (ifri 1 

flWbipwsM . 


Ctei'e V Comm. S/iermiSif... 



ft Mf S. (mm ttffifflr fl. ....... Allen fuller 

ft HfJ. fmffflr Officer .. Ine Frtlce 

fufl/ftf ftjfef... Michael Wnchlel 

Hip&frix/ DoiAfe .... ., Fete* Lui 

Gets 0ns# .... liiiiiYuiiiiliih 

fern Sm Gwdfl .... Dim Bell 

four Ansi? Gl sard&j .... .. .Sail Mrflroy 

PoTh^vj flyuftte. Kanily HqU 

(osmy Cmm. QH'm .. Mhqiiu Engiund 

finite..♦.....bill Kinney 

Melik ....... fiiriv Bnrphnoiita 

fejori'r tepfl ......Charles fslun 

Gmarir Gapfl .., ,Michael Haplin 

Cowrit fo/.i #3 ...Cookie- Caroselln 

Of,mu. (op #4 .....Jnllruy ilibuugh 

Wijphff Hftwrufl .. ,. ..fir'iiun Muiyull 


ORIGIN SYSTEMS, INC 90-DAY UMITFD WARUAM1Y 

ORIGIN wercunis la ihe original purchuwi al iIiimhi mha snfiwnrt |i> ihIih i ilia! lh« retsndmy medium an which ihe suilwnie pfogrums me ruteded will lie free bin 
defects. in nmilorinl nmls < il.imimliip lor 'll) liny Irtnn 'I.I 1 ... 

IT Ihe rncoriliixj medium is la* jimJ di'Nii Mvii within 91) ■ In, .<1 1 . glml mu I m- OK In n agioes la replete, free oT charge, ony such piotert upon rcceips al ils Totloiy 

SerHin: Ccnfm »l ih- |no:ln.:i, |m: inejn puldt wiih iiiunf ol iluiii A . .. tins wammly Is Unwind to fhe reranJing medium cunnoinlni) die soltwnr-o progFiun originally 

provided by ORIGIN ll- • ■:• • :miv shrill mil In' *ij filnahli! i mI ■ ill I ■ ml i' i ii- i|i I.- i I pms uri^ii through abuse, mbtiwlmnirl or neglect. Any implied wiirrunfies 
opplitable la Ik prodacl urn billed la ihn HO day jinricul described deuce 11 fcillnie al lb sollworn product, in ihe judgment pf ORIGIN, resulted hum accident, chuse. 
uiftlreniineni or nagled. ar if fhe warding mndiuni should foil aTim dm mi||imil HD dey weranly pedurt ho; expired- yw muy rciurn ihc jeftwonprofrnr la ORIGIN, 

of the address unfed below ■ irtli n check e money ouh ■ lr Sft IHI (ll k ..y|, ,.! :h n lnib iieslnge nrd hcznrllir.g, end ORIGIN will m-:iil ii rnplaccmanf lo yoL. 

To receive n rupJnreinenr. you should wirlosu Mm dufcclive mud.{inilinleei iln . ligimil producl label) te prefaftue packaging accem|wiiied by: (I) e SS.QO 1 check 

(21a brief statement c'tsrrihing iho dolud and \ yen# relum uridrnss Ciinnfu and Fecdyii Riders Nale: Only U S money orders urn accepted. 

Excepl us sel Fgrlh above, rhis wurruuly is i. f i him id ell tidier wnmuiilins, wTinlbrn ami m wiirien impress or implied, including ariymwanl gf merthnnlghiliiy or limess 
for n porticufar purpose, und re nllier represonlahun of tie m- "I nay mill ■ In Ik iiii :liug nn or ghligete 0RlGIH. In no cvcnl will GRIG N bo liable fonperinl. 
iwid’entel or consequential dnmage resulting From possession, wo or motfunrtinn of Ibis praducr, including damage to properly und la ihn extent permiNed by law, 
damage lor personal injury,even il ORIGIN (ins beonudvisodof r-ho possihrlily for such ilnmagns. Somesfates do nol allow limriations on haw long an implieds*arrnnly 
losls n'd/nr Ihe cnelusion or milnlion of inckentel or comegunniinl rlnmiigos, so iho #buvo linilhif mi nnd/or exchmcn or limitaliao of lichiliry may nol apply lo you. 
liis woiranry gives you specific ego! rights. You muy have ultipr liylkls ll : I vary Irom sinln lo suite. 
















































































ORIGIN PRODUCT SUPPORT 


Phone; 


(512) 434-HELP (434-4357) 

Monday through Friday, 9 a.m. to 12:45 
p.m, and 2 p.m. to 5 p.m., Central time. 
Hours are subject to change. 


FAX; 

(512) 795-8014 

FAXes will be responded to by FAX. 



Address: 

ORIGIN Systems 
5918 West Courtyard Drive 
Austin, TX 78730 


Send e-mail to ORIGIN 
Customer Support at 
support@origin.ea.com 
Visit ORIGIN'S anonymous 
FTP site at ltp.ea.com or the 
World Wide Web page at 
www.origin.ea.com 
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PlayStation 


QRIOIH jjjitfldL, ! it. SyiU W. Courtyard Dr. r Amlin, TH tSU ORIGIN System, ml lho ftrkc of Fird-nm ii n Irntumerfc of Syslprrf, Jik. 

Origin, life create worlds aid Wing {umwmfer me registered Irndomnrlis of ORIGIN System, Inc. Electronic Arts is u i^gislerad Irodmafii d Electronic Ms 
Lkensed by Sony Computer Eitterlainmxni Micricq (m use with ibe hnyStafon gnme ransil?. PtaySteilan und ihe FfeyStafiai Logo? are Itodmwrks ol Sony 
Compute Enlerlaiomenl lire. The ratmgi iron is n Irademork of the MenKlivu Digital Sofhrorc Assoonlioii. Made in Japan. MeinufmlUHeri n« printed in ihe U.SJt 
IHIS SOFTWARF15 COMMUBLE W1FH STATION GAM.E EiaHSQ-LtS WITH ftfE NTSC It/C DESIGNATION. U3. AND FOREIGN PATENtS PENDING 










